species & archetypes 


pressun press 


1. introduction 


A module for Slaying & Spelunking of optional character traits and skills. 


2. species 


Mix and match and for desired bloodline. These 
function as traits and are tied to a character’s 
level. 


2.1. human 


os 


Spend one notch 
CHA. 


o re-roll one die when using 


2.2. elf 


Spend one notch 
INT. 


os 


o re-roll one die when using 


2.3. halfling 


Spend one notch 
FAE. 


os 


o re-roll one die when using 


2.4. dwarf 


Spend one notch 
CON. 


so 


o re-roll one die when using 


2.5. gnome 


os 


Spend one notch 
DEX. 


o re-roll one die when using 


2.6. orc 


so 


Spend one notch 
STR. 


o re-roll one die when using 


2.7. fey 


Spend one notch 
CHA. 


os 


o re-roll one die when using 


2.8. demon 


Spend one notch to re-roll one die when intimi- 
dating another creature. 


2.9. centaur 


Spend one notch to re-roll one die when running. 


2.10. dragon 


Spend one notch to re-roll one die when rolling 
against mental incapacitation. 


2.11. goblin 


Spend one notch to re-roll one die when conflict- 
ing against a creature bigger than you. 


2.12. angel 


Spend one notch to re-roll one die when defend- 
ing another creature. 


2.13. troll 


Spend one notch to re-roll one die when resting. 


2.14. giant 


Spend one notch to re-roll one die when you have 
a height or weight advantage against another crea- 
ture. 


2.15. plant 


Spend one notch to re-roll one die when restrain- 
ing another creature. 


2.16. fungi 


Spend one notch to reduce one physical damage 
when not in a conflict. This applies even after 
death. 


2.17. animal 


Spend one notch to re-roll one die when doing 
something animalistic. 


3. archetypes 


Mix and match for desired result. These function 
as skills and have their own level independent of 
character level. 


3.1. paladin 


Spend one notch to re-roll one die when an enemy 
is attacking someone else. Gain one notch when 
aiding an incapacitated ally. 


3.2. monk 


Spend one notch to re-roll one die when attacking 
without a weapon. Gain one notch when rolling 
only a single die. 


3.3. swashbuckler 


Spend one notch to re-roll one die when dueling. 
Gain one notch for being involved in a conflict 
without damage. 


3.4. barbarian 


Spend one notch to re-roll one die when rolling 
against physical incapacitation. Gain one notch 
when rolling the largest die. 


3.5. ranger 


Spend one notch to re-roll one die when firing a 
projectile. Gain one notch for tracking a creature. 


3.6. mage 


Action: create damaging magical effect within 
arms-length. Spend [4,6,8,10,12,20] notches to 
create a [d4,d6,d8,d10,d12,d20] magical projec- 
tile. Roll higher than the current distance thresh- 
old to do so from range. Gain one notch for every 
successful magical ranged attack. 


3.7. illusionist 


Action: create illusory effect within arms-length. 
Spend [4,6,8,10,12,20] notches to create a 
[d4,d6,d8,d10,d12,d20] distant illusion. Roll 
higher than the current distance threshold to do so 
from range. Gain one notch for every successful 
deception. 


3.8. necromancer 


Spend [4,6,8,10,12,20] notches to reanimate a 
[d4,d6,d8,d10,d12,d20] undead. Roll higher than 
the current distance threshold to do so from range. 
Gain one notch for every level gained by an un- 
dead. 


3.9. shaman 

Action: create nature-based effect within arms- 
length. Spend [4,6,8,10,12,20] notches to create a 
[d4,d6,d8,d10,d12,d20] nature-based effect. Roll 
higher than the current distance threshold to do so 
from range. Gain one notch for every sunrise or 
sunset you watch. 


3.10. priest 


Spend one notch to reduce an ally’s physical dam- 
age by one. Gain one notch for every convert to 
your religion. 


3.11. thief 


Spend one notch to re-roll one die when stealing. 
Gain one notch for every lock breached. 


3.12. telekinetic 


Spend one notch to affect a target at range. Player 
roll must be higher than current distance thresh- 
old. 


3.13. scout 


Spend one notch to re-roll one die when fleeing. 
Gain one notch for each escape. 


3.14. bard 


Spend one notch to re-roll one die when perform- 
ing. Gain one notch for every original quip. 


3.15. assassin 


Spend one notch to re-roll one die when attacking 
alone. Gain one notch for every successful kill. 


3.16. hermit 


Spend one notch to re-roll one die when defend- 
ing by yourself. Gain one notch for each item 
you gift to someone else. 


3.17. noble 


Spend one notch to re-roll one die when engaging 
in diplomacy. Gain one notch for belittling a 
peasant. 


3.18. peasant 


Spend one notch to re-roll one d4. Gain one 
notch when offending a noble. 


4. notice 


1, the creator, voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 
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